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PREFACE 
Welcome! 


Top Gear Rally, then? Proof that us N64 owners shouldn't have 
to settle for second hand Austin Marinas like Cruis’n USA. But, 
it's a hard old game. Just look at your pained expression. That 
very same “please tell me how to get to the Strip Mine?” plea 
for help has been a permanent fixture in the N64 office since 
Boss unleashed their lightning fast racer unto the world. Still, 
this month, we've rolled up our sleeves, checked the oil, picked 
exactly the right tyres for all weather conditions and taken to 
the game with all guns blazing. And the results — including 
(yes!) how to get to the Strip Mine and what it’s like - are 
inside. We think you'll be pleased with the results. 


And we also think you'll be equally smilesome at the sight of a 
timely Shadows of the Empire visit. Okay, perhaps it wasn't 
all we wanted, or expected, from a Star Wars game, but there's 
no denying it had some cracking parts in it: lasers going off left, 
right and centre, Stormtroopers dying spectacularly, AT-ATs 
toppling over, brilliant battles in the snow-laden wastelands of 
Hoth and The Dark Side getting a ruddy good pasting at the 
hands of, er, Dash Rendar. Ahem. Oh, well. You can always 
switch to a first-person perspective, eh? Our Shadows guide — 
complete with where to find every Challenge Point — begins at 
the half way stage. We won't even begin to say that we hope 
the Force tags along with you. Oh, alright, we will... 


If that’s not enough for you, why not flip to the back of the 
book and rejoice at the sight of our + section. If you're stuck on 
another of the N64’s finest, you'll find the solution here. 

Out on the roads and then up to the stars, then! 


James Ashton 
Editor, N64 Magazine 
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Top Gear Rally has been just the second - of only two - 

‘proper’ racing games to grace the N64. It's also proved 
to be the best, outstripping Multi-Racing in almost all 
departments. In particular, the splendid graphics and 
fantastically realistic handling stand out as strong points, with 
only slightly empty — but brilliantly designed - tracks and 
pedestrian opposition to blight proceedings. 

Not to worry, though, as rallying is as much to do with wrestling 
with your car and trying to keep it on the straight and narrow, as 
zipping past your opponents, and because of this Top Gear Rally still 
deserves the hearty 86% we awarded it way back in issue 8. And if 
you're having problems with it, simply read on for some invaluable 
hints and tips... 


C oming hot on the heels of Multi-Racing Championship, 
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THE POLITICS 
OF RALLYING 


The essential thing to master in a 
driving — not to say rallying - game 
is how your four-wheeled steed 
handles. 


Doubly so in Top Gear Rally, as the physics are spot on. You can't hurl 
yourself around with abandon because you just won't get anywhere; 
inertia, momentum and speed all effect cornering and general driving 
ability, as do the type of 
car you use, the tyres, 
suspension and position 
of the engine, not to 
mention the terrain and 
weather conditions of 
the track you're racing 
on. There’re so many 
variables to consider 
that it’s of paramount 
importance you 
understand them all 
before making your 
choice, let alone acquiring the ability to succeed in the game. It’s not 
quite as simple as picking, say, Princess Peach or Bowser, who have 
singular attributes that 
dictate exactly how they'll 


handle (say, heavy and 
slow off the mark or light LAP Tite 
and nippy). Sure, the O'S! 32 


slippery ice surfaces of 
Sherbet Land make for a 
markedly different race 
than the dirt track of Moo 
Moo Farm, but it's small 
potatoes compared to real 
life stuff. Which Top Gear 
Rally emulates in spades. 
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@ CORNERING 
Elementary, you might 


think; simply a of LAP TiME 
ink; simply a case 790"00 


steering left or right. 
But - aha! - it’s not so 
simple. The cars in the 
game — being based on 
their real-life articles — 
weigh quite a bit, and 
this affects cornering 
substantially. In general 
it's best to lay off the 
accelerator for a corner, coasting around on the speed you're at, before 
re-applying the throttle just as you come out. For sharper corners it's 
best to brake (B button) and turn to align yourself up with the line the 
wep comer takes before accelerating 
Pear again. Doing both at the same 
Wigva2 | time will result in a skid, which, 
on you're skilful, will line you up 
perfectly but slow you down 
heavily. Take a corner at speed 
and depending on the 
tyre/suspension/engine position 
you've chosen, you can also 
powerslide. 


@ THE POWERSLIDE 
This means you'll do an extreme turn at speed, often ending up pointing 
rather more to the side : 
than you want. The 
key to the powerslide 
is to correct yourself 
as you're turning, 
which means wrestling 
with inertia/ 
momentum by 
wrenching the steering 
in the opposite 
direction to the one 
you're travelling in 
after you've turned. 
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For example: 
you're coming up 
to a left hand 
turn which you're 
intending to take 
at speed. As you 
turn into it, 
wrench the 
steering hard left 
and stab the 
brake; as you 
turn, nudge the 
steering to the 
right to correct 
your course. 
You'll slingshot 
around the corner and come out of it with an acceptable loss of speed 
as you've utilised the momentum of the car into keeping you on track. 
Of course, this is dependent on the surface you're racing on, and the 
weather conditions. The tarmac roads of the Coastline level won't 
allow you to powerslide to the same degree as the muddiness of the 
Jungle course. With practice, and confidence in your abilities, you'll be 
able to powerslide around the sharpest of corners without even 
touching the brakes. 

The fact that Top Gear Rally is a rally game means that you'll be 
skidding all over the place for most of the time, so you'll soon come to 
learn that the powerslide is your greatest of allies. Never underestimate 
its importance. It's worth remembering, for those more extreme 
moments, that pressing accelerate and brake together will result in 
emergency braking, a more sudden and drastic form of deceleration; this 
is best used for those corners that you've approached way too fast, 
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where the slippiness of the track may send you piling into a wall in an 
embarrassing manner. 


@ YOUR CAR 
The type of car you 
choose is somewhat 
limited at first, with 
only a choice of two 
terribly slow vehicles. 
As you progress 
through the game, 
though, you're 
awarded with more 
and better cars with 
each level you 
complete. With each 
car you choose, you get to customise it slightly by tinkering with the 
tyres, suspension and so on. 


@ TRANSMISSION 


A choice of manual 

or automatic, 
obviously and, to 

be honest, you'll 


probably manage 

| just fine with the 

] automatic. It works 
brilliantly, changing 

up and down a | 
gear at just the 


right times. Of course, you may 
want that fully authentic feeling 
and go for the manual but we 
never have, and what higher 
recommendation can there be 
than that? 
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@ HANDLING 


: a SNE fig? 
You're given a choice of three ; CA Giada a i 
types of ‘steering wheel’. These HAMMEINIC- TYDE | 


basically relate to the sensitivity of 
the analogue stick (or D-Pad, if 
that's your chosen mode of 
steering, though we'd stick with 
the analogue). The larger the 
steering wheel, the less sensitive A Sevect @ co Back 
the handling. Type 1, for example, 
is the largest, and you'll have to wrench the stick completely to the 
sides to make any change of direction. It's possibly a good beginners 
choice. Team 64 recommend 


? mT Type 3, however. Being the 

| CA Siallisicy i smallest wheel, it's also the 

MAMI INT. TY DE 7 most sensitive, and the 
tiniest twitch will swing you 
around. It requires a fair bit 
of practice to use 
successfully, but in the long 
run it’s by far the most 
effective choice, as it utilises 
A SELECT @ GO BACK all that is wondrous about 
Nintendo's little incremental 
analogue wonder. Type 2 sits fairly in the middle, and is a good 
stepping stone to Type 3 if you've started with the first. 


@ TYRES 

Again, these come in 
three different 
flavours, explaining 
themselves by their 
names: Slippy, Normal 
and Grippy. Whereas 
handling is pretty 
much a matter of 
preference, the type of 
tyre you go for should 
be chosen with track 
conditions and 
weather in mind. 
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Paid ciara ila een eas 


Here's a quick rundown of what we'd use each tyre for: 


SLIPPY: 

And why is it Slippy? Because it's a smooth tyre, lacking the grooves 
and heavy treads of the Grippy tyre. This does mean, however, that 
you'll get more tyre in contact with the road if you're driving on a flat 
surface, and therefore more traction and less skidding. This tyre is ideal 
for the Coastline level. 


GRIPPY: 


CAR (FJ) my ws One for the rougher 
" ; xen terrain, as it'll give you 


Tine: MAA AT a whole lot more grip in 
mucky conditions than 
the others. The 
muddiness of the 
Jungle track suits this 
perfectly. 


NORMAL: 

A SELECT @ GO BACK Squarely in the middle 
of the others. The 
Desert course is your best bet here, with the track being neither too 
treacherous — and thus not requiring the Grippy tyre — nor smooth 
enough to warrant the Slippy tyre. 


@ SUSPENSION 

Fairly straightforward. Again, there are three types, those being Softer, 
Normal and Harder. In general, use Softer for bumpier terrain 
(Mountain) and Harder for flatter conditions (Coastline). It really is that 
simple. 


+ Ald Gallia 


CUEBOMOINA MITRE AT 


CA Silla a 


SUCRE A RAPIER 


di 


A SELECT @ GP BACK 
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@ ENGINE 
POSITION 


This isn’t a separate 
option, like the 
steering or tyres, but 
is fixed with the car 
you choose. 

As all the cars 
vary in speed and 
acceleration, the type 
of engine you want 
may see you having 
to choose a car that’s 


Mar teEEe 
ALT HARARE 
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wtad trons 
& SrEne eo 


A SELECT B® GO SATE 


not quite as nippy as you like. But, don't fear! The type of engine you 
choose evens things out nicely. And-why? Well, it's all to do with 


TYBE BE 


ee tect 
prs ore 


wear aveee 
ACCELERATION omommnsen 


A SELECT @ GO SACK 


weight. 

There are three types of engine 
— Front, Mid and Rear — and 
they'll determine how your car 
corners and tackles bumps and 
ramps. For instance, a car with a 
Front engine will ‘lead’ from the 
front, pulling it over bumps and 
thus reducing time spent catching 
‘air’. It'll also help with getting up 
steep inclines. A Rear engine, 


however, pushes the car (the Front engine pulls it), so if you fly over a 
ridge your front end will rise; not so good for the rougher tracks. As for 


cornering, pretty much 
the same applies: a Front 
engine will see the back 
of the car swinging out, 
whereas with a rear 
engine you'll have to 
steer in early as you'll 
have to ‘point’ the car 
more. A mid engine, 
however, pivots around 
the centre, and won't 
skid half as easily as the 
other two. 


ALCRUEPATIR encawer 


MAX SPECT emer FRoe! -E8CHE 


& Serec emt 


A SELECT @ GO BACK 
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In general, the 
Front engine is best 
for radical 
powerslides on 
rough terrain, the 
Rear for the flatter 
courses (it steers 
far more sharply 
than the others, but 
is less stable) and 
the Mid if you want 
to try to minimise 
throwing your car 
around. The Mid is 
by far the most stable, but doesn’t steer as radically as the other two. As 
an example, if you're racing on the Coastline, in sunny conditions, 
choose the Mid engine with Hard suspension and Slippy tyres. You'll be 
able to take the racing line without skidding at all. Sorted, eh? 


@ THE TRACKS 

There are four tracks in Top Gear Rally, re-used throughout the clever 
game structure with a combination of adverse weather effects and 
mirror courses. Here are some essential tips for tackling them, including 
what we think to be the best car set-ups for each. Of course, feel free 
to experiment with your own customisations. ‘Cos that’s half the fun, 
isn't it? 


Afld BAI? 


ea 


A SELETY @ GO BACK 
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Pay] @ COASTLINE 
uittyg | Car Set-up: Rear/Mid 


LAF UiNE ; H 
139732 engine, Hard 


suspension, Slippy 


tyres. 


— The simplest track in the 
ier ya) | game, Coastline is a 
fairly gentle tarmac- 
based course with only a 
couple of off-road 
branches hinting at the 
hardcore rallying to come. As such, you don't really need to use the 
powerslide to get a good time, eo it's worth trying it anyway. 
You'll certainly need to in 
the later levels. 

In general, there are 
only a few tricky bits that 
you need to worry about 
here, being, in the main, a 
couple of tight, sharp 
corners. Just memorise 
where they are, take them 
wide and turn in sharply to 
come out smelling of roses 
on the other side. 

There are also a few branches you can take: directly ahead of the 
starting line you'll be given a choice of two routes, either through a 
tunnel on the left, or an open air passage to the right of it. You should 
take the right every time, as you'll have to turn sharply into a corner if 
you take the tunnel. Also, on 
the corner after the cave- 
tunnel, there's a break in the 
fence that enables you to cut, 
in a straight line, across the 
beach. Just after the third 
corner past the beach-cut, 
there's a gap in the wall on 
the left. Nip in here and you 
can head across the field to 
rejoin the track later on. 
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Finally, be careful on the run 
up to the jump at the end of 
the final tunnel. If you you 
don’t line yourself up for it 
and glance off a wall, more 
often than not momentum 
will turn you to the side and 
up in the air. 

For adverse weather, it’s 
probably worth just tinkering 
with the tyres. Rain and 
snow will make the track far more slippery, but the flat nature of the 
course won't really demand a whole new set-up. 


@ JUNGLE 

Car Set-up: Front Engine, 
Soft suspension, Grippy 
tyres. 


Things get rapidly harder with 
the Jungle course, with its 
sludgy mud tracks, windy 
corners and a couple of really 
nasty jumps. The dirt/mud 
nature of the track means that 
you're really going to have to get the best from the powerslide, as you'll 
invariably be sliding all over the place. Do try to stick to the track as 
much as you can; it’s incredibly tempting to cut across a few of the 
grass verges. If you do, you'll find that the uneven surface will throw 
you around a ridiculous amount, and you'll probably overshoot when 
you come back to the track, and thus crash. Which is bad. There is, 
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though, one point 

3 where it's safe to do 
Wat i47 this. Just after the 
UM't EE second corner past the 
huge slope/jump, 
you'll find a little 
grass ‘ramp’. It's 
possible to drive up 
here and cut the next 
large corner off with 
impunity. There are 
two other shortcuts: 
just after the first 
corner, on the right, there's a small opening that descends through a 
cave. You'll have to brake and turn sharply to get through it unscathed, 
but it'll be far quicker than taking the legitimate route around. In winter, 
on the winding route straight after the Aztec-style tunnel, it's worth 
simply scooting right across the riverbeds as they'll be frozen over. Just 
watch out for the posts. Don’t be tempted to try it in other weather 
conditions. You'll still be able to do it, but the water will slow you down 
considerably. 

Possibly one of the most problematic parts of this track is the 
aforementioned huge slope a couple of corners before the little grass 
ramp. As well as being incredibly steep and sudden (it appears right 
round the corner before it), it curves, so you can’t see the top until it's 
too late. 
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The best way to deal with it is to try 
and stick to the middle and 
decelerate as you reach the top (just 
take your finger off the accelerator). 
You should just coast over the apex. 
Hit the top at full pelt and you'll fly 
into the banks on either side. And be 
prepared for the corner at the top. It 
goes right, into a hairpin. 


“ee. 107 MPH 


@ DESERT 


Car Set-up: Front engine, Normal tyres, Normal suspension. 


Very tricky. The Desert course is 
a game of two halves, consisting 
alternately of tarmac and dirt 
tracks. As such, there's far 
greater scope here to tinker with 
customising your car and get 
good results. Our set up is fairly 
suited to both. The off-road 
sections aren't as demanding as 
the Jungle or the Mountain, so 
Normal tyres and suspension will see you right on these as well as 
producing good enough results on the road sections. Engine position is 
a little trickier. We've gone for Front as there are a few horrendous 
bumpy areas that are likely to send less experienced players flying. A 
Mid would be an acceptable alternative, although the rear is rather 
dicey. Unless you're really good. 
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The covered area just on from the start can be terribly tricky, especially 
as it's bisected by concrete partitions. Come into it with your finger off 
the accelerator and only re-apply the throttle once you're safely inside 
and lined up with the next corner. Once you're through the urban area, 
just past the apex of the hill is a shortcut through wooded scrubland on 
the right hand side. There's a fairly direct line through it, although it's 
horribly bumpy. You'll need to turn left as you rejoin the track. 

Once you've gone through the bridge, the track enters a dirt road 
section that is rife with the aforementioned bumps. It's long and windy, 
too so use the decelerate-before-you-reach-the-top trick and you'll be 
fine. The trickiest area is just prior to the second overhead bridge. The 
track drops and turns. The decelerating trick isn't quite as effective here, 
so you may well have to brake and turn to negotiate it successfully. 
Once you're through the tunnels and past the canyon you'll have a 
choice of two paths. Always take the lower one. The higher one is 
narrower and far more torturous, whereas the lower one will get you 
lined up fairly nicely with the final stretch. 
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@ MOUNTAIN 
Car Set-up: Front/Mid engine, 
Softer suspension, Normal 


4; tyres. 


Mountain is like a more extreme 
Desert, with its roads and dirt 
tracks. It is, however, far more 
treacherous with more slopes, hills 
and a fabulous downhill plunge. 
The track is far narrower too, which means you're going to have to be a 
lot more precise in cornering, or you'll more often than not end up 
embedded in a wall. Ouch. Although, saying that, the enclosed nature 
of the course means you'll be able to get around by simply bouncing off 
the walls. You won't 
get a very good time, 
mind, or beat anyone, 
but who cares? 

There's only one 
shortcut on Mountain 
and it'll certainly shave 
a few seconds off your 
time if you can 
negotiate it 
successfully, but it is, 
as they say, a pig. After 
you pass the lake, then 
a series of turns and a 
short straight, you'll come to a yellow sign pointing out two paths. The 
one on the left is the shortcut; a near-vertical zigzagging drop. It’s 
incredibly exhilarating, but on your first few attempts you'll 
undoubtedly find yourself flying through the air into the mountainside. 


t INGx! DOUBLE GAME GUIDE + 


TOP GEAR RALLY 


ig, a) The right hand branch 
fiiiapes is far more 

Wig fia 2 straightforward, but 
etMete still, excitingly, leads 

to another downhill 

slalom (which the 

shortcut leads to, too). 


A LITTLE BIT EXTRA 


The above tips are mainly 
for Sunny conditions. Of 
course, as you progress 
through the game, bad 
weather is brought into 
things and you'll find 
yourself driving at night, 
or in rain, fog or snow. 

Night and fog both 
inhibit the distance you 
can see, so you'll have to 
know the tracks inside out and be a bit more careful. Rain and 
snow, however, need to be tackled with a modicum of car 
tinkering. In general, 
Grippy tyres are the best 
option for tackling these, — LAP TIME 
although you may want to _ _ =¥oe"ts 
alter other bits if you think : 
it would be helpful. And 
there you go. 
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YOUR TOP 
FIVE TOP (|e 
GEAR RALLY hg 
QUESTIONS [7 
ANSWERED! 


Welcome to a new section in Double Game Guide +. We select 
the best questions we've been asked about the games we're 
covering and answer them for you. 


Q1. Admittedly, | haven't got very far in Top Gear Rally, but I've only 
got a couple of really slow cars. Can you tell me if they get any faster, 
because it makes multiplayer games a bit boring. Cheers, N64. 


Al. You get awarded better and faster cars the further you get 
through the Championship, so it looks like you'll have to try a bit 
harder, But, as luck would have it, this very book can help you. 
Here's the list of which cars can be gained from which seasons: 

e Season 1 (Spring): Type ES, Type LD 

¢ Season 2 (Summer): Type IP, Type CE 

e Season 3 (Fall): Type SP, Type M3 

¢ Season 4 (Winter): Type NS, Type RS 

e Season 5&6: Type PS 


Q2. I've heard that there are secret cars in Top Gear Rally. How do | get 
them? 


Lie Mee *itig & 
proat tects 
Perry 


MET AALT 


ace 


A SELECT @ GO BACK A SELELT BGO sare 
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A2. You're right. There are four 
hidden cars in Top Gear Rally. 
And they're all mad. Finish all six 
seasons of the first year and 
you'll be awarded the Milk Float. 
Complete the second year and 
you'll get the Helmet car. And 
then finish the third and fourth 
years to get the Cupra and 
Beach Ball cars, respectively. The 
Cupra is a box filled with what 


looks like clouds and blue sky, floating above its wheels. The Beach 
Ball is, erm, a huge beach ball that also hangs, magically 


EAP BAIT 


BAX SPEED Peon! easat 
acces rion 5-SPERD BND 


A SELECT @ GO BACK 


Q3. Which is the best car to 
use? 


suspended, above its wheels. 
Which are also little beach 
balls. Those crazy guys at 
Boss, eh? 


PHOBA 


wax S741 paogt tice 
ACCRUARATION B-SFeED Fwe 


A SELECT @ GO BACK 


A3. Hmm. A tricky one, that. There’s not really any one best car - 
although obviously some later ones are much better than the 


ba ile Sil 


A SELECT @ CO BACK 


earlier ones — because they all 
differ slightly, be it by a degree of 
acceleration or speed, or the 
position of the engine. There’re 
three we’d recommend: Type NS 
(Front engine), Type RS (Mid 
engine) and Type PS (Rear 
engine). Although, saying that, 
the Milk Float is fantastic, as is the 
Helmet Car (blindingly fast, 
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incredibly sensitive steering) and Cupra (slightly slower but better 
all-round). 


Q4. When you've thrown your car around a bit, it gets all dented and 
mashed up. Does this affect your car at all? 


cs A4. Curiously, not as much as 
Byes you'd think. It appears to be 
Wa | more of a cosmetic thing than 
anything else. Mind you, we're 
so good that we’ve never 
crashed enough to find out. Er, 
probably. Hmm. Anyway, we're 

sure that if you knocked it 
1 around enough, your handling 
and speed would certainly 
suffer, Best to drive safely, eh? 


Q5. I've completed the game on all six seasons and during the credits 
sequence they show a different track that | haven't found. It's got all 
sorts of broken down machinery in it. Is it a secret track? 


A5. Why, indeed it is. And if you read on we'll tell you exactly how 
to get it... 
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GET THE STRIP MINE 
(AND SUCCEED ON IT!) 


There is a fifth and secret track in Top Gear Rally, and it's called the 
Strip Mine. You may have noticed that, whilst all looking very nice, and 
employing all sorts of N64 graphical trickery, the tracks in the game are 
all a bit, well, bare. Strip Mine changes all this, as it's packed with extra 
stuff, from huge derelict cranes and aircraft to searchlights strafing the 
sky to sewage pipes spewing green waste. A visual treat, it is. 
Unfortunately, you don't get to race on it in the Championship. It's only 
available for Practice, Arcade, Time Attack and two-player modes. 
Curiously, you can’t race on it in Sunny conditions, presumably because 
it's so packed with stuff that a fogging effect has to be used to keep up 
the frame rate and smoothness (which all the other weather conditions 
provide). 
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Anyway, you can gain Strip Mine 
Vid Galgicy am DY coming first — yup. first — in 
: every race in the final season. It’s 
a tall order, but it’s worth it. Let's 
have a look at it in more detail. 


@ STRIP MINE 

Car Set-up: Front Engine, 
Softer/Normal suspension, 
A SELECT = GO BACK Grippy/Normal tyres. 


EYDIN assine 


Ignoring the fairly linear routes of the previous tracks, Strip 
Mine contains a number of different routes, none of which is 
the ‘proper’ route. They're all of an approximate length, but 
you'll find that, with practice, you turn your favourite into the 
route of champions. 


ROUTE 1 
From the start, take the left hand fork, 
past the huge JCB. Follow the corner 
around and you can then either go 
under or around the crane, or left 
through the tunnel. The tunnel comes 
out onto a straight with a jump and 
then onto a large sandy area that you 
can cut straight across (watch out for 
the bulldozer, though). Go round the corner and you can cut directly | 
left, across the sand, to rejoin the road. Go around the next couple of 
corners and you can either go low, under a digger, or left, over a ridge, 
eventually coming out by the 
start line. 


BEST LAP 
o'oo"oo 
iAP TiME 
1718°04 
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ROUTE 2 
Take the right fork 
from the start. It 
0'30°32 simply takes you to 
the other side of the 
huge crane that 
stands by the tunnel 
in Route 1. 


ROUTE 3 
Take the right fork 
again. Look 
carefully: there's a 
doorway in the right 
hand wall. You'll 
have to be careful to get in unscathed. Once inside, there are two paths, 
one on top of each other. Hug the right hand wall to hit a ramp that will 
take you to the higher one. 
Otherwise, stay left to take the lower, 
but watch out for the pillars. Both 
paths are swamped in a nasty green 
slime. You'll come out onto a 
motorway with two options further 
ahead (which is also where the path 
by the crane in routes 2 and 3 will 
fetch you up). Stay right to go up a 
huge ramp, or stay left to hurtle over 
a huge dip in the road. You'll then come to some huts. Swerve round 
them on the right for a path that takes you up an incredibly risky jump 
that, nine times out of ten, will send you head first into a wall. 
Alternatively, carry on along the 
road to find two choices. You can 
actually swerve around the 
bulldozers to a bump-ridden area, 
which carries on past a gas station 
and huge truck to the finishing 
straight (you can head down onto 
the beach and into the shallows, if 
you like). If you choose to bypass 
the ‘dozers, you'll come out by the 
gas station anyway. 
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And there you have it. Team 64 like to take Route 3. It's probably the 
trickiest route, but it's certainly the most interesting. Protocol demands 
that the race leader heads down onto the beach and speeds back up to 
the track by going under the wing of the plane, between the engine and 
the chassis. Our best lap is 1'05"23. Think you can beat it? Write in to 
us with proof — perhaps a video — and we'll include you in I’m the Best. 


>) TOP 
(GEAR) 
CHEATS 


GET 
EVERYTHING 
At the main menu, 
hold L, R and Down on 
the analogue stick, and 
press Top-C, Right-C, 
Right-C, Bottom-C, 
Left-C, Right-C, Bottom-C, Left-C and Top-C. You'll now have all cars 
(including the secret ones) plus the Strip Mine. 


HEADACHE 

Whilst playing the game press Down, 
C, Z, B, Up, Up and Right. Everything 
will now go a little bit ‘mad’. Keep 
those paracetamol handy. 


besTAAP 

eg 00°00 

LAP Lie 
0'35"S6, 


GRITTY 

To remove the anti-aliasing, and 
thus make the game look like it 

was designed for the PlayStation 


9Suex 

see) (Hyah! Hyah!), press B, Left, 

i Right, Up, Left, Z and Right 
whilst playing. 
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was one game that we really had high hopes for. And that 
was Shadows of the Empire. Star Wars? On the N64? Good 
grief, that'd be fantastic, man! 

Unfortunately, the game couldn't live up to the hype. Consisting 
of ten levels of varying game styles, Shadows was blighted by a fair 
proportion of lacklustre Doom-style sections, and the truly awful 
speeder bike level. However, if some of it was rather average, a few 
levels still proved to be breathtaking. In particular, the first and last, 
which feature the Battle of Hoth and a massed space battle. These were 
undoubtedly brilliant. 

Whatever, the game has a great Star Wars ‘feel’, more so than 
any other Jedi-related game we've ever played, and the music is 
fantastic. Play it on the harder difficulty settings and it'll last you for 
ages. And even now, a year and a half after its release, it’s still selling 
well. So then, without further ado, welcome to our guide to getting all 
the Challenge Points. 


: n those mystical days just prior to the N64's release, there 
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LEVEL 1: 
THE BATTLE 
OF HOTH 


CHALLENGE POINTS: 3 


A fantastic level, divided into four stages. The Challenge Points 
are gained by taking down the AT-ATs with your tow cable, just 
like in The Empire Strikes Back. 


@ Stage 1: Easy. Simply blast all the weedy Probe Droids. 


@ Stage 2: The Probe Droids are now joined by a couple of Scout 
Walkers. The best tactic is to get behind them and blast ‘em to bits. 


@ Stage 3: An AT-AT is now added to the 
roster. To harpoon him, fly close by 
(preferably from behind) and you'll be 
prompted on-screen to use your tow cable 
(and yes, you can skim through their legs). 
If you're quick enough, you'll snag him and 
need to make about four circles around to 
trip the big fella up. Just beware that on 
every level other then easy, you'll only have a limited number of 
harpoons. Erk. 


@ Stage 4: Three AT-ATs now. Good luck. 


LEVEL 2: ESCAPE 
FROM ECHO BASE 


CHALLENGE POINTS: 10 


The first of the Doom levels, and it's only lifted above average 
by a few neat touches, like the Millennium Falcon lifting off as 
you enter the hangar, and the AT-AT boss. 
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@ CP 1: Go through to the 
hangar with the Falcon and 
take the right hand corridor. 
Through the door, open the 

_| wall opposite the red cylinder. 
|| Voila! 


@ CP 2: Exit, go along the 
corridor and you'll see four 
boxes. Just blow them up, 
enter the secret room and 
there you go. 


Health 


@ CP 3: Carry on to the bridge. It's on a ledge to the right of it. 


@ CP 4: Go over the bridge, through 
the darkened tunnel and turn right 
along the ridge. It's at the end. 


@ CP 5: Proceed a fair way onward to 
the lift. Once out of it, you'll come to 
a room with two huge ‘cogs’. It's 
around the back of the right hand one. 


Heat 


@ CP 6: Go up the gantry. Straight 
ahead, at the end, you can jump to a room with the CP, an extra life and 


some health. 


@ CP 7: Jump back and take either the right or the left route to the next 
bridge. Jump down left to the cog room. There’s an extra life here, too. 
You can get back to the bridge by jumping up the ascending ‘steps’ 
running around the edge here. 


Health Heaith 
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@ CP 8: Easy. It's in the right hand cog room. 
Simply leap back to where CP 7 was to get 
back. 


@ CP 9: Activate the generators and make 
your way to the room where the floor splits. 
an Ge Wait and the CP will appear to your left. 


@ CP 10: Destroy the AT-ST boss (clue: shoot it from behind), carry on, 
find the four stacked boxes, shoot the Wampa and leap across the 
chasm. 


LEVEL 3: 
ASTEROID 
FIELD 


CHALLENGE POINTS: 6 


You're in the Outrider here, and basically just have to shoot 
waves of incoming Tie Fighters and Tie Bombers. The challenge 
points are hidden in the red asteroids. Simply blow them up. 
They'll regenerate so hit them with all you've got. 


LEVEL 4: 
ORD 
MANTELL 
JUNKYARD 


les : CHALLENGE 
POINTS: 12 


Not terribly Star Wars, this one, as it entails running and 
jumping over moving trains. It's worth it for the fight with IG- 
88 at the end, though. 
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@ CP 1: On the first train, just ahead. 
Jump to get it. 


@ CP 2: Jump over the first bar on 
the left hand side. 


@ CP 3: On the right, about four 
‘bars’ worth after CP 2. Leap again to 
get it. 


@ CP 4: When the covered train arrives on your left, leap over. It's in 
here. 


@ CP 5: You'll need to leap from the 
covered train to the flatbed on the right, 
as it'll run into the sewage. Jump as the 
train passes through the opening and 
you should get the CP. 


@ CP 6: Hop over the train on the left. 
It’s in the third carriage along. 


Heaith 


@ CP 7: There's a carriage with a ramp in the centre. Climb up it. The 
CP is hovering between carriages. 


@ CP 8: Go to the last carriage of the 
train — it’s on the highest of the two 
ledges there. 


@ CP 9: Easy. It’s on the right of the very 
last train. Once you've got it, hurry back 
to the left side, though, to get on the 
locomotive. 


@ CP 10: In the junkyard where you fight IG- 
88, on top of the pile of scrap. You can’t miss 
it. 


@ CP 11 and 12: These are both hiding in 
the red cylinders. Drop down inside them but 
be wary of the molten metal. It’s hot, y'know. 
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LEVEL 5: 
GALL 
SPACEPORT 


CHALLENGE POINTS: 15 


Definitely one of the best Doom levels, this, with plenty to do 
and the brilliant rocket pack to play with. And a very nasty 
customer at the end. 


@ CP 1: So very simple. Go out of the 
Outrider and hop on top of it via the 
handy rock pillar. 


@ CP 2: Follow the ledges around for 
quite a way. You'll come to a slope that 
leads out to a rock formation away from 
the valley walls. The Point is on top. 


@ CP 3: Enter the spaceport proper, 
go up the lift, over the bridges and 
you'll see the CP floating in the air 
above you. It’s best to get the jet pack 
before you tackle this one. 


@ CP 4: On the roof of the 
observation tower. You can, obviously, 
only get it with the aid of the jet pack. 


Heaitt 


@ CP 5: Fly over to the first rock, and then on to the one on your right. 
It's high in the sky. You've got enough fuel 
to get it, but you'll have to coast back 
down. Aim yourself accurately. 


@ CP 6: Fly down the chasm in the room 

with the skiff. It's in a hole in the wall. Be 
careful though, fly too far down and you'll 
fall to your death. 
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@ CP 7: Don't use the skiff straight away. 
If you go to the cave exit, jet up to the 
ledge high on the left. It’s up here with a 
couple of goodies. 


@ CP 8: Opposite the entrance to the 
hangar the skiff takes you to. Jet across 
the canyon to get it. 


@ CP 9: Shoot the Scout Walker until it's 
dead, and the point will appear by the 
switches. 


@ CP 10: Once you've used the switches and 
found which tunnel to go down, it's in 
between the second and third horizontal fan. 


@ CP 11: After the fan sections you'll find a 
large open cavern. It's high up against the wall 
on your left. 


@ CP 12: In the air halfway through the second 
skiff ride; you'll have to jump to get it. 


@ CP 13: Right above the imperial Shuttle. 


@ CP 14: Jet out of Boba Fett’s arena and it's 
on the level before the canyon floor. 


@ CP 15: Right down on the canyon floor, in 
front of the closed hangar door. 


LEVEL 6: MOS EISLEY 


CHALLENGE POINTS: 12 


Easily the worst level in the game, this, as 
the speeder bikes are just too fast and 
awkward to control properly. You'd think 
it'd be great fun. Nuts. 
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@ CP 1: Ona ledge to the right of the 
first ramp you come to. You'll have to hit 
the ramp at speed and raise your nose to 
get it. 


@ CP 2: Keep left after CP 1. It's to the 
left of the crashed ship. 


@ CP 3: Simple, 
children. Above the second ramp. 


@ CP 4: Much like CP 1, this is on a raised ramp to 
the right of CP 3's ramp. 


@ CP 5: Don't go speeding through the tunnel. The Point is in the 
corner of the large building to the right of it. 


@ CP 6: At the the same building as the previous 
CP, go behind the counter and left to another 
corner. Hey presto! 


@ CP 7: Locate a large, dark red structure. It's 


hidden in a corner on the left, behind a large rock. ae 2. 


@ CP 8: Shortly after CP 7, you'll come to 
another large building similar to the one 
where you got CP 5. It’s hiding in much the 
same position as CP 6. 


@ CP 9: Take a sharp left as you exit the 
town, and there it is. 


@ CP 10 and 11: These are directly over the 
two Sarlaac pits. Keep a good speed up or 
you'll be sucked in, and, as we fondly seem to 
remember, “you'll be slowly digested over a 
thousand years”. Charming, eh? 


@ CP 12: Once you're in Beggar's Canyon, 
the last Point is on top of the second tunnel. 
There are ramps to the left and right to allow you access. 
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LEVEL 7: IMPERIAL 
FREIGHTER SUPROSA 


CHALLENGE POINTS: 10 


One of the worst first-person levels, simply because it's, well, 
boring. There are a couple of nice touches, though, such as 
rooting around Stormtrooper bunks for goodies and a great 
which-switch-opens-which-door puzzle in the freight room. 


@ CP 1: In the room on your left after you've gone 
through the first door. 


@ CP 2: Turn right past the Stormtroopers boudoirs 
to get the second Point. 


@ CP 3: Progress until you find 
the huge spinning cogs. Time it 
right and you slip through them 
unscathed. Go all the way around 
the cog on the left, and the CP is 
hiding in the corner. 


msi et a a 
eesti en onc wi et 


@ CP 4: Once through the final 
set of rotating cogs, you can't fail 
to spot the fourth CP hiding on 
top of a ledge. You'll have to jump 
to get it. 


@ CP 5: This is in the room with 
the revolving platforms. You'll 
have to get over both to exit the 
room, by jumping and ducking 
over and under the struts. The 
point is on the structure in front 
of you after you've ducked one 
bar and jumped another. 


ence ae ee AS AAA 


eis) 
Health 
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@ CP 6: This is exactly the same 
as CP 5, but on the opposite side 
of the room. 


@ CP 7: Once you're in the 
freight room, and have solved the 
puzzle (you have to pull the 
switches in a certain order so that 
certain doors in each level open, 
allowing you to get up to the 
top), you'll find the Challenge 
Point behind the first door on the right, on the left side of the second 
floor. It’s lurking, cunningly, inside a box. 


@ CP 8: In the same room, on the right side of the second floor, behind 
the door on the far right as you face it. Once again, rather too cleverly 
for its own good, it's hiding in a box. 


@ CP 9: Once you're up at the top of the freight room (the third floor), 
this point is in a box in the middle room. 


@ CP 10: This is behind the Super Computer once you've destroyed the 


Loader droid. A tip: stay out of the way of its magical extend-o-arms, 
and circle strafe at all opportunities. 


Health * Pulse 
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LEVEL 8: SEWERS OF 
THE IMPERIAL CITY 


CHALLENGE POINTS: 9 


Another cracking Doom level that sees you rummaging around 
in plenty of suspect-looking green liquid. Yuk. But there's more 
jet pack shenanigans, which is always a welcome thing. 


@ CP 1: Wind your way down to the bottom 
of the spiral ramp area (or, alternatively, just 
fly down). Head along the corridor at the 
bottom. You'll come to a small niche in a wall, 
near the large rotating scoops. It’s a secret 
door. Open it, kill the guard and grab the 
Point. 


@ CP 2: In the large sewage-filled room, 
dive in and look by the first pillar on the 
left. Mind the Dianoga while you're down 
there. 


@ CP 3: In the large circular room with 
the huge pillar in it (found by entering the 
sewage pipe in CP 2's room), flick the 
switches underwater. An underwater room 
will open just above them with the CP and an extra life in it. 


@ CP 4: Jet up this same room 
until you find an opening. Enter 
the pipe and fly up at the end. 
There's a square corridor at the 
top with the CP at the end. 


@ CP 5: Fly down the shaft 
about half way. Find another 
square corridor, move along to 


Hatt os the next shaft and jet down to 
the pipe. The Point is at the end. 
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@ CP 6: Back in the room where you 
found CP 2, open the security door (the 
key for which you should have found 
after CP 5). Shoot the Dianoga and find 
the Point underwater, in the left hand 
corner. 


@ CP 7: Go through the underwater 
passage to surface in a room with huge 
rotating arms. It’s up near the ceiling in the centre of the room. 


@ CP 8: In the next circular room along, the CP is underwater in the 
centre along with some Disruptor ammo. 


® CP 9: Go through the revolving gears 
and then a door. Keep to your right. It’s 
in a small alcove in the central pillar on 
your left. Soon you'll come to the huge 
Dianoga boss. If you shoot the tentacles, 
they regenerate. It's the eye you want to 
destroy. 


LEVEL 9: PRINCE 
XIZOR’S PALACE 


CHALLENGE POINTS: 10 


Whilst not as good as 
Gall Spaceport or the 
Imperial Sewers, Xisor's 
Palace is certainly an 
above average level. The 
Gladiator Droid at the 
end is particularly 
fearsome, not to 
mention difficult to kill. 
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@ CP 1: Proceed through the iris doors 
into the room with two levels (it’s got 
quite a few enemies in it). The switch for 
the door in this room is on the first level, 
to the left of where you come in. You'll 
have to be quick to get to the door before 
it closes, though. The point is through the 
other side 


@ CP 2: At the first elevator, jet pack 
up to the upper switch. You can now 
fly to the bottom of the shaft to get 
the second CP. 


@ CP 3: When you get to the second 
bridge, jet pack off it and around to 
the right. Zoom in through the 
window, give the guard some hefty 
slappage and grab the CP. 


@ CP 4: Activate the switch, fly up to 
the top of the elevator shaft, and find 
the Point in a small niche. 


@ CP 5: Once you reach the section 
with the huge cogs, drop below the 

; an second one you come to. The CP is at 
eatin the bottom. 


@ CP 6: Behind CP 5 is a secret door that leads down a hallway to an 
area where you can fly up to the sixth CP. 


@ CP 7: When you get to the section 
with a ledge running alongside the big 
cogs, fly down 
to the bottom 


and you'll find 
CP 7 on your 
right. 
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@ CP 8: When you get to the room 
with the green switches on the 
central pillar, you'll find the Point in 
a small alcove just below the lowest 
platform. 


62 
Heaiin 


@ CP 9: In the same room, you'll 
find a secret door hidden at the 
end of one of the blind-ending 
corridors, on the lowest platform. 
And guess what you'll find 
inside? 


@ CP 10: When you reach the huge room with the single bridge that 
leads to the Gladiator Droid, don't go through the door. Turn around 
and there's a secret hatch at the other end of the bridge containing the 
Point and some disruptor ammo. 


The Gladiator Droid is rather hard, because every time you ‘destroy’ him 
he'll detach bits of himself and keep attacking. The first stage is fairly 
easy. Simply shoot him in the back until he falls over. Conserve your 
ammo at this point and stick to the laser. He'll detach his torso for the 
second stage, and start to fire Seekers. Drop behind the walls when he 
does this. For the final stage he'll simply try and kill you with his laser- 
vision head. Your jet pack will have malfunctioned by now, so stay on 
the floor and shoot up at him via Z. Whack ‘im with the Disruptor for 
full effect. 
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LEVEL 10: 
SKYHOOK 
SPACE 
STATION 


Shadows of the Empire bows out in style with this cracking 
level. Initially it's very similiar to Level 3, as you're tackling 
wave after wave of Xizor's Star Vipers. After that, though, 
you'll be flung into a fully fly-where-you-want space battle 
which is simply fantastic. Xisor's ships, Imperial TIEs and the 
rebels all pitch in, and, if you're lucky, you may even spot the 
Millenium Falcon. 

It's worth ingnoring the raging 
battle, as the X-Wings, TIE Fighters and 
Star Vipers will all take care of each 
other. 
Your 
mission 
is to 
destroy 
the 
Skyhook Space Station, in a manner 
redolent of the Death Star attack in 
Return of the Jedi. You'll have to fly in 
each of the Skyhook’s four arms and 
take a pot shot at the reactor with a missile. Four hits from all four sides 
and it's KABOOM! 

However, to get in the arms 
of the Skyhook you'll have to 
destroy the turrets situated 
conveniently at the end of each. 
They regenerate, so you'll have to 
use highly concentrated attacks. 
Don’t let up for a minute. And the 
Challenge Points? Well, there are 
some, but you'll have to work out 
for yourself how to get ‘em... 
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YOUR TOP FIVE SOTE 
QUESTIONS 
ANSWERED! 


Being wise creatures, learned in the ways of the force, we 
bring our mighty knowledge to bear on your most popular 
Shadows of the Empire questions.... 


Q1. What's the deal with the 
Challenge Points? Are they 
just an added extra in the 
game, to give you something 
to do when you've reached 
the end of the game? 


Al. Fear not. Of course 
there’s a point to collecting 
them. As well as making 
the game a significantly 
harder prospect, they give 
you a little gift depending on which difficulty level you‘ve 
collected them on. Here's what you get: 

¢ Collect all the CPs on Easy: You'll get the Leebo Scanner, a 
mapping device, which can be activated by holding down the 
camera button for five seconds. 

° Collect all the CPs 
on Medium: During 
the Skyhook battle, 
hold down the camera 
button for five seconds 
and you can play as an 
X-Wing. Hold it down 
for another five and 
you'll become a TIE 
Fighter. Hold it again 
for another five and 
you'll go back to the 
Outrider. 
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© Collect all the CPs on Hard: invincibility, all weapons and 
unlimited ammo in the Doom sections. 

© Collect all the CPs on Jedi: The Wampas will follow you and 
kill your enemies. Hope that helps! 


Q2. Is there a special 
way to kill |G-88? 
He's incredibly tough. 


Az2. In general, it’s 
best to keep on the 
move, taking pot 
shots at him 
whenever you can. 
Stay in one position 
and he'll surprise 
you via his jet pack, 
and pump a 
battalion’s worth of 
ammo into you. It’s worth noting, however, that when you die, the 
battle doesn’t re-start. He stays damaged. However, we do have a 
little snippet of information that will help you significantly. Some 
may call it cheating, we call it tactical tippage. 

Run behind where he starts from, where the five alcoves 
are. If you get into the middle one with the T-shaped piece of 
metal, IG-88 can’t detect you. Come out of the alcove and wait: 
he’ll soon jump 
down in front of 
you. Run back 
behind the metal 
and shoot him 
like the (metal) 
dog he is. He 
won't shoot 
back. Repeat this 
several times 
and you'll 
destroy him 
without a 
scratch to 
yourself. 


Healt 
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Q3. In the final battle 
at the Skyhook Space | 
Station, can | destroy il 
the Star Destroyer? 


A3. Unfortunately 
not. It may have a | 
damage meter, but | 
that’s just there to | 
fool you. It’s | 
impervious to your 
puny weapons, which 
is a shame. Bah. 


Q4. I'm having a smidgen of trouble 
blowing up the Scout Walker on 
Escape from Echo Base. I've figured 
out that you have to get behind it to 
do it any damage, but the controls 
are too fiddly to keep me behind it. 
Are there any tips you can give? 


A4. You're right about having to death | 
shoot it from behind, but if you ss 
stand directly beneath it you can 
look straight up (by pressing Z) and also damage it from | 
underneath. It sounds like you're not ‘strafing’, which should help 
you take it down in seconds. A strafe is a sidestep, which can then | 
be directed to make a circle strafe. It’s the oldest trick in the book 
amongst first person shooting games, from Doom all the way up 
to Turok and GoldenEye. In Shadows, you can do this by holding 
down the Right shoulder button 1 
and moving the analogue stick to iif 
the sides. You'll have to release iH 
the button to make course ii 
directions, but with practice 
you'll be able to do it quickly and 
efficiently. Also, there’re all sorts 
of power-ups along the gantries | 
in the AT-ST room, including an | 
invulnerability one on Easy. il 
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Q5. Have you got any tips on controlling Dash? He waddles around like 
a constipated penguin. 


A5. The controls are admittedly fiddly in SOTE, but you'll find that 
altering the camera view will help loads. A lot of people prefer to 
use the third person view (like in Tomb Raider) because you can 
see exactly what your character's doing. It’s far better to use the 
first person view(like GoldenEye) because, for some reason, Dash 
moves with far more precision, making combat and jumping far 
easier. 


BLOW BOBA FETT TO 
TATOOINE AND BACK! 


One of the trickiest 
parts of Shadows of 
the Empire is 
defeating Boba Fett at 
the end of the Gall 
Spaceport level. In 
person he's a tough 
enough proposition, 
but once you've 
vanquished him, Slave 
1 (his ship) appears to 
make your life just 
that much harder. Eek. 

The fight takes place in an arena walled on all four sides. 
Thankfully, there are power-ups littered all around the place for you to 
use. These are situated on platforms found halfway up each wall, and 
on the tops of the walls. Taking the wall directly ahead of you as north, 
the power-ups are as follows: 
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All platforms: 2 x 
Health. 

North wall: Full 
Health. 

West wall: 
Flamethrower ammo. 
South wall: Pulse 
Cannon ammo. 

East wall: Extra life. 


It's also possible 
to jet over the walls 
and down to the 
canyon floor. There is 
a ledge running around the outside of the arena, before you reach the 
canyon floor — it contains 1 x Flamethrower ammo, 1 x Seeker ammo 
and 1 x 20 Health. It's best to leave these for emergencies, though, so 
you can nip over the top, float 
down and top up your ammo 
and health. 

The best way to deal 
with Boba Fett is to gain 
height on him and shoot him 
from above. He's also 
equipped with a jet pack, see, 
and he loves to zoom up over 
you and blast you to oblivion 
as he drops to your level. If 
he’s on ground level, try to get 


on to one of the platforms or 
wall tops (which will let your 
jet pack recharge) and rain a 
hail of fire on him. Laser bolts 
or Pulse Cannon shots are best 
from a distance, whereas the 
Flamethrower is devastating if 
he lands next to you (which he 
will). Ignore Seeker shots, as 
they don’t track him (could he 
be a robot? Intriguing...). 
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Once you've dealt with 
Bobsy, he'll spin, spewing 
smoke, into Slave 1's hangar. 
This is when the ship will rise 
to attack. Different tactics are 
called for here. Slave 1 is 
huge, but slow, and can only 
be harmed from below or 
behind. Stick as close to it as 
you can; if you're at a fair 
distance, the ship has a much 
better, and greater, chance of 
hitting you. Get underneath it and fire, strafing around it to keep the 
vulnerable areas in sight. Sometimes this won't be possible, so engage 
your jet pack, shoot over the top of it, and start firing as you descend 
down the back of it. A Flamethrower up the jacksey does wonders. 

One thing we inquisitive people have tried doing is landing on 
top of Slave 1, or on its wings, so it can't do Dash any damage. So far, 
we haven't been able to. If any of you out there in Readerland™ has 
managed it, do write in and tell us. We're always astounded by your 
ingenuity. Anyway, there you go. Easy, eh? 


Heaitt 


Healt 
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CHEWBACCA’S CHEWY 
CHEATS 


There're quite a few remarkable cheats we've uncovered for 
SOTE. Read on and enjoy. 


ALTERNATIVE CHARACTERS 

These instructions have to be followed precisely for the cheats to work. 
Select a new game slot and enter your name as Wampa Stompa. There 
MUST be a space before ‘Wampa’ and two spaces before ‘Stompa’. Now 
select Medium as the difficulty level and start your game. With your 
game in progress, pause it and put the controller setting to traditional. 


AT-ST 

Once the Scout Walkers appear in 
the battle of Hoth, press Left on 
the D-Pad and Right-C 
simultaneously. Now quickly press 
Up on the D-Pad and use Right-C 
to scroll through the camera views 
until you see an AT-ST. Once 
selected, use the D-Pad to control 
your Walker and press Up on the 
D-Pad to shoot at those pesky 
Snowspeeders. 


WAMPA 

During level 2, Escape From Echo 
Base, press Left on the D-Pad and 
Right-C simultaneously. Press Up 
on the D-Pad as before and scroll 
through the available views until 
you see the Wampa. Control is 
the same as for the AT-ST, except 
now it’s Down on the D-Pad to 
attack. 
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STORM - 
TROOPER 
Again during level 
2, press Right on 
the D-Pad and 
Right-C 
simultaneously. 
Now press Up on 
the D-Pad and 
scroll through the 
views to find the 
Stormtrooper. The 
D-Pad controls him 
and it's Down to 
attack. If the chap you're playing with dies, simply repeat the trick and 
take ‘possession’ of another. However, the Wampas and Stormtroopers 
are stupid beasts, and can't operate switches or even climb stairs. Twits. 


TWO-PLAYER 
ACTION! 

For a somewhat limited two- 
player game on SOTE, perform 
the Wampa Stompa cheat on any 
of the Doom levels. Use the D- 


Pad to find Dash. Once found, a 
player one can use the D-Pad to : 
control the Wampa/Stormtrooper, Health 


while player two uses the 
analogue stick to control Dash. It's 
now possible for Dash to open doors for the Wampa/Stormtrooper, 
allowing them to access new areas. Good, eh? 


SUPER WEAPONS 
This will only work on the Jedi difficulty setting. Enter your name as 
Jedi, with a space before it, and start the game as normal. You now 
have more powerful weapons. 


HEAR ME ROAR 

Enter your name as R Testers ROCK, with a space before and in between 
the words. When you're using the game's menus you'll hear the 
Wampas roar. Utterly, stupidly pointless. 
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PLUS 


one 


Need tips and cheats for all your favourite games? You need 
look no further! 
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GOLDENEYE 007 


Good lord. Yet more cheats for what is now officially The Best 
Game In The World. 32 extra characters? You betcha! 


EXTRA CHARACTERS 
This code is best entered at the 
multiplayer select screen, whilst 
looking at the last character 
(Mishkin or Moonraker Elite). 


. Hold L and R and press Left-C. 
. Hold L and press Top-C. 

. Hold L and R and press Left on the D-Pad. 

. Hold L and press Right on the D-Pad. 

. Hold R and press Down on the D-Pad. 

. Hold L and R and press Left-C. 

. Hold L and press Top-C. 

. Hold L and R and press Right on the D-Pad. 
. Hold L and R and press Bottom-C. 

0. Hold L and press Down on the D-Pad. 


= WOONHDUBWN = 


And there you have it. No sound will 
be made to verify the the code. And 
those characters? Rare staff mostly, 
including the tea lady. Fantastic. 
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EXTRA LENGTH 

It's possible to extend the 
distance the Sniper Rifle’s telescopic sight can see. When you've pressed 
R to bring up the scope, press Top-C for maximum magnification. 


STEALTH 
SURPRISE 

Wouldn't the second Bunker 
level be a lot easier if you 
could use two silenced PP7's? 
Well, wouldn't you know it, 
you can. Go into the computer 
room (where Boris turns on the 
computer in the first Bunker 
level), take out the security 
camera and shoot the guard at 
the back. He'll drop a key which can then be used on the safe in the 
room just ahead of the cells. And inside? Why, two silenced PP7’s! 


MORE 
BULLETS 

Whilst using a 
handgun, hold down 
the Z trigger and press 
A quickly. This will 
rapidly increase the 
speed of the shots. 
Which, as they say, is 
always nice. 
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QUAKE 64 


A decent enough conversion of the PC original, although it's a 
straight port and the deathmatch only caters for two players. 


ROCKET JUMPING 
This is an essential technique 
in Quake-land, especially in 
the deathmatch, as you'll be 
able to throw yourself up to 
inaccessible, or high-up items 
before your opponent. What 
you'll be doing is using the 
force of a rocket explosion to 
blow you up in the air. It will, 
of course, do you a bit of 
damage, but if you do it 
properly it'll be minimal. The trick is to point your Rocket Launcher at 
the ground, move towards your destination and jump barely a split 
second before squeezing off a rocket. All things being well, up you'll go. 
This technique is especially useful in the Claustrophobopolis arena, 
where you can reach the Quad Damage from the corridor below, rather 
than going around to the slipgate behind the switch-operated bars. It's 
also possible to grenade jump, but as grenades don’t explode 
immediately you'll have to time it right. About two seconds after firing, 
we reckon. 
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YOSHI'S STORY 


A disappointing game for some, but we love it. It's very hard if 
you're prepared to play it properly. And he's soooooo cute. 
We love ‘im. 


HIGH SCORE HINTS 

The ultimate aim in Yoshi's Story is to get a 
whopping high score. This can be guaranteed in a 
number of ways. 


MELONS 

But of course. 30 melons around 
your screen is your ultimate aim. 

Things that may help you find them include: 

sniffing (sniff everywhere), sub-games (the crate 

and leaping ones), ? boxes (either from stomping 

them, pushing them into one another or shooting 

them), coins in a particular area (collect every one that 

you can find, and then look for more), shooting at bee's nests and 

collecting the five big coins with legs from the floating ? box. 


HEARTS 
Collecting three 
will add a hefty 
«| amount to your 

j score. But try to 
| remember how 
many you've got, as 
the pause screen doesn’t 
tell you. 


ENEMIES 
Change their colour to yours and then stomp ‘em. You can also jump on 
several at once, without touching the ground, if you're clever. Do this 
and you can get as many as 48 points-per-bad-guy. 
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Coins 

Coins, en 
masse, are 
worth a lot. 
You can't 
afford to miss 
any. 


LITTLE HEARTS 

Collect these and look for more coins. When 
affected by a heart, don’t change Shy Guys 
into lucky fruit as you can lose a lot of points 
this way. 


YOSHIS 
Don't lose a life. You get 100 extra points for each Yoshi you've got 
alive at the end of a level. 


EXTRA YOSHIS 


There are two secret Yoshis, a black and a white one 
found on levels 2-4 and 3-3 respectively. If you 
find their eggs and manage to get them 
safely to the end of the level you'll be able 
to use them in the Story Mode. To save 
them for use at the start of a game you'll 
need to 
beat Bowser 
with them. 
Their 
advantages are 

thus: they love all fruit and all Shy 
Guys, and, at full health, their 
eggs have a massive blast radius 
that makes the screen shake. 
Rescuing them will also give you 
a slightly different ending. 
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MARIO KART 64 


We still think the multiplayer game is better than Diddy Kong 
Racing's. So nyah. 


MORE SHORTCUTS 


Here’re a couple more shortcuts for your pleasure and edification. 


Choco Mountain: Turn around from the 
start, drive along and turn around by the 
first hump. Drive up to the left, hopping 
gradually to the top in a sideways/left 
movement (towards the billboard nearest 
the starting line). Time it right so that 
you reach the top 
before you meet a 
protruding spike. 
You can then jump 
over the course to 
the tunnel exit. 
You'll find it works 
best with lighter 
characters. 


nav 878 & WAR 


Rainbow Road: A welcome relief 
from a very tedious track. If you hit 
the Chomp on the start/finish line, 
you'll be knocked over the side of 
the track. If this has been done 
correctly, the helpful N64 will 
make you 
complete the lap in 
the air, and put 
you on lap 2. It'll 
also put you back 
on the track where 
you left off, so the 
next lap will be 
your last. 
Thankfully. 
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DUKE 
NUKEM 64 


Now fourth in line after 
GoldenEye, Turok and Quake 64, 


Have these and that: 


CHEAT MENU 

On the main menu, press Left on 
the D-Pad, Down on the D-Pad, 
L, L, Up on the D-Pad, Right on 
the D-Pad, Left on the D-Pad and 
Up on the D-Pad. 


INVINCIBILITY 

Access the Cheat Menu then, still 
on the main menu, press R, 
Right-C, R, L, R and Left on the 
D-Pad. A whooshing sound signifies your success. 


TOGGLE MONSTERS 
ON/OFF 

As before and press L, Top-C, Left on 
the D-Pad, L, Bottom-C, R, L and R. 
You'll hear a noise again if you're 
successful. 
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TOGGLE ITEMS 
ON/OFF 

As before and then press R, Right- 
C, Down on the D-Pad, L, Top-C, 
L, Right-C and L. This time you'll 
hear a horrid scream if you've 
entered the code correctly. 
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AN EVIL THING 

The last enemy you'll fight — the Cycloid Emperor — is really rather 
nasty, and you may have a few problems beating him. When you meet 
him in the Stadium, pick up as many Atomic Healths as you can. As 
soon as he notices you, jump up into the top of the seats, then head to 
the bottom and blast him. Repeat this process until he’s no more than a 
greasy puddle. 


UNLIMITED JET PACK 
Easy. Start flying, go to the options menu and turn the All Items code 
on. 


WEAPON TELEPORTING 

This is very sneaky. Rather than just using the teleports to move 
yourself around, you can also employ their qualities to kill the enemy. 
Simply fire into the beam and bob's yer uncle. Rockets are best. 
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